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INTRODUCTIN 


The Evil Within has gone through many diftfterent 
iterations over the course of development，as 工 
didn't originally intend to make another Survival 
horror game，But after realizing there was quite a 
lot of demand for one，I ftelt compelled to respond . 
At that point，directing another survival horror 
game became an Unwavering mission. 


Once we Settled on the type of game we were making，we went Iight 
to 3-D design，skipping the concept art phase， We started out 
crafting human-based enemies，Irevolving around the idea that wey， 
humans，were the scariest creatures of al1。HoweverI，we learned 
Very quickly that skipping the concept art phase wasn't the most 
pzroductive process。Balancing the artistic design of horror with 
an effective game-play system is incredibly difficult in its 
own right，so it was especially challenging for not only our 
artists，but our programmerSs as well 


Al1 of the enemies that appear in the game's world are ferocious 
byproducts of the human subjects connected to Ruvik'"s mind by 
the ghastly neuroinstrument “STEM.”The Keeper {or the“Boxman,” 
as we like to call him) is one of the subjects who synchronized 
the most with the utter madness of Ruvik 


When Ikumi Nakamura joined the art team，she began creating 
concept art and incorporated painful contraptions，such as 
barbed wire，to give the enemies a Very disturbing 1ook，Her 
design for the Keeper came about LIight around the time she 
started，and her unique taste is VerIy evident in his design. 


In addition to the Keeper，I also particularly like Laura'"Ss 
design. She has a very Japanese-horror-inftluenced appearance and 
is violent and vengeful. Not only is she strong physically，but 
she has the strength to make one feel psychologically defeated . 
Making the player feel frightened by the design of the enemy 
alone is a Very important element in a SuIrvival horIor game . 


In contrast to the 二 the protagonist， Sebastiany， is 
your ordinary middle-aged detective，Other than the guns and 
knives at his disposal3 he has no - supernatural abilities，which 
was a conscious choice，We didgdn't want him feeling so strong 
that it would mitigate the ovezrall horror of the _ game， Another 
thing about him is his trench coat:， an iconic outfit for a 
detective that he wears for a short period at the beginning 
of the game，It'“s too bad he loses it once he'"s captured; 工 
wish we could have shown more of him wearing his coat . 


Environment art was，for the most part，simultaneous1y 
designed and built in 3-D. For that ITeason，while we don't 
have a lot of 2-D concept art of the environment to show 
you，that doesn't mean there aren't a lot of environments to 
explore and enjoy in the game. 


In particular，one of the most memorable scenes in the game 
takes place in a sunflower field。. The barn SurIrounded by 
sunflowers near Ruvik's childhood home was the place where 
he played as a child with his sister Laura，the only person 
in his family he trusted， It was a Special place for Ruvik 
and Laura，until one day it all changed，becoming the scene 
of a horrific memory，. The fear and terIror of our everyday 
lives suddenly falling apart is VerIy Ieal，and this scene was 
targeting that emotion specifically。 Just to throw in an extra 
note: in an earlier draft of the story，Sebastian was among 
the people who set the barn on fire，beginning the sequence 
of events of the game， 


There are two worlds in The Evil within: The real world， 
place where subjects are connected to the STEM system; and 
the other，a world created by the minds of the subjects 
connected to Ruvik's brain and STEM，This game takes place 
in the latter，The setting is quite Complex，and at first it 
may be a bit difficult to get your head around it，but Im 
hoping this art book will help you understand the world of 
The EvilI Within a little better，I hope you enjoy it， 


-SHINJI MIKAMI- 
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Protagonist 


Sebastian Castellanos is a decorated 
detective of the Krimson City Police 
Department. His careeI was on the ITight 
track until his wife，a ftellow police 
officer，was killed。Feeling powerless 
Sebastian took to drinking，s1lowly 1os- 
ing his passion for his work，as wel1 
as his composure and sense of perspec- 
tive，and descending into despair。His 
partner，]Joseph，convinced that it was 
only aa matter of time before Sebastian 
was fired or killed in the line of 
duty，zIreported hjim to Internal Affairs 
This cut short Sebastian "`s careeI but 
Ultimately saved him from himselt . 


Sebastian has since ITeturned to the job 
but is never without his hip flask，and 
he has not completely patched things Up 
with Joseph. He stil1 feels responsible 
for the death of his wife and shrugs 
off any offers of help. 


once trapped within the nightmare， 
Sebastian ITealizes that much has been 
taken from him，broken，1ost，forgot- 
ten，or wasted away，The Very first 
thing taken from him is his favorite 
trench coat，given to him by his late 
wife，Sebastian senses Something is 
deeply wrong. His coat gone，Sebastian 
is unsure of why，how，or to whom he 
lost it，but somehow he feels its 1oss 
is significant . 


“When did I lose sight of what “s Teal?” 


ERROREITCSEREPES 
Sebastian'“s clothing and equipment are 
old fashioned and the variations in his 
chazracter design are Iepresentative of the 
changes in setting and his View of the 
world. His design is an attempt to balance 
a protagonist who is neither such a tough 
guy that the player feel1s no fear，nor such 
a fearful iegular Joe that he wouldn't 
Tealistically have the skills and take the 
actions needed to suIvive. 
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Sebastian's final design- He 
has a Iough face，which was 
the modeler"s preference , 
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A new detective IecentlLy trans- 
ferred to Sebastian"s precinct. 0n 
one of her first assignments with 
Sebastian，they are sent to Beacon 
Mental Hospital，only to be caught 
up in something sinister- 


Kidman has mysteriously 1ost her 
memories of her past and does not 
ITemember her childhood， She has 
no Iecollection of her parents， 
where she was born or raised，or 
how she got to be where she is 

She doesn't see how knowing this 
information would be of any ben- 
efit to her in her life as it is， 
SO she's never 1ooked into 让 .Al11 
that matteIrSs to her now is focus- 
ing on what she has to do and what 
might happen to her if she fails. 
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The original plan called for 
Kidmanm to be introduced as 
prisoner，but she was 1ate 
changed to a Iookie detective. 
Even then，she originally had a 
history of criminal activity， 
and that was how she was 
acquainted with Sebastian. He 
design is intended to portIay 
an innocent girl coming into 
womanhood . 


A 1Lot of work went into design- 
ing her clothing once she had 
been changed to a detective. She 


is a woman who doesn't show much 
emotion，and a lot of sketches 
were done focusing on her cloth- 
ing,， As a Iesult，she didn't 
Look enough 1lLike a detective 
in her early outfit designs，so0 
she was Put into a simple dress 
shirt and jeans: This clothing 
wasrchosen because blood would 
stand out against it when she 
was :injured. -IKumi Nakamura 
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(33 ) 


Sebastian“s steadfast paItner of many 
years，They have opposing person- 
alities，but the' contrast works in 
their favor，although occasionally 
Joseph has to help keep Sebastian in 
line， He is kind to others but hard 
on himselft，and he doesn't give Up 
on something once he“s committed to 
it When Sebastian looked 1Like he 
was in danger of losing his badgey， 
in an efftort to Save him from that 
fate，]Joseph took the only choice 
he thought he had left and Teported 
Sebastian to Internal Affairs. 


Joseph is married with one daughter. 
He dotes on her，but his wife wearSs 
the pants in the family. 


As with Kidman，]Joseph was originally going to be a 
Prisoner but was changed to a detective. Nakamura 
came UP with his design and was the one who chose 
to make him Asian，There aren't a lot of Asian 
characters appearing in games So0 it seemed 1ike 
an interesting approach，The name “0da”was taken 
from Japanese shogun 0da Nobunaga- The character is 
intended to add a little spice to the game 


]Joseph 0da is from Toronto，a second-generation 
]apanese Canadian。 His family is descended from 
ninjas. His glasses are aa keepsake from his 
grandfather， There is something special about his 
glasses， For breakfast he eats buttered toast with 
nori- He only speaks a little ]apanese- IT_ wanted to 
make a ]oseph stealth-ninja DLC based on Dishonored 's 
System and call it Dis-0da'd. -Ikumi NakamuIra 
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In the main game，Joseph 


turns into a monster，This 
design ITeflects the change 
from his normal，steadfast 
Self . 
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RUV 


(Ruben Victoriano ， ， 
missing at 37) 让 


上 pivotal character in this game - 


He cut oft all contact with the 
outside world after receiving severe 
burns during his childhood. He 


is cuIIent1Ly working on a secIet 
experiment . 


Later on，there will be a fire in 
the lab located in his basement 


The house completelLy buzrns down，but 
his body is never found . 


oF THE EVIL WITHI 二 


The;scar on his head is Very Unique 
and unlike anything yod will seel in 
the Teal world，. 《 


He is wearing a hood thrzoughoutethe 
game，and his true appearance can 
onlLy be seen towards the end， We' re 
excited to see the reactions of the 
players when they see it ftor the 
first time. 
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PP 
Ruvik's bio and designs were created a yea 
and a half into development，Initially he 
was a Sophisticated psychopath and hence 
wore simple clothes . 


As the game play focused in on a psycho- 
1ogical world，his upbringing and design 


changed accordingly . 


Ruvik's design involves mostly his major 
burns; however，ijin order to portray that 
he underwent an experiment on his brain， 
there is a VeIy noticeable scar around hjis 
head. This was Mikami-san'“s idea. 


Ruvik's name，though simple，comes from the 
Rubik'“s Cube，because of his deep knowledge 
of traps and interesting personality. 


I_ believe his character design is the most 
game-1like in this project. -Ikumi Nakamura 
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BEN 
CTORIANO 
t the time of the 


Ruvik as a child，when he stil1l 
Tetained a shred of innocence，At 
this age he began showing glimpses of 
his morbid interests，doing things 
like dissecting small animals。 


After a Long and intense Iecovery 


and _ rehabilitation for his burns， 
caused by the village people who 
hated the Victoriano family，Ruben 
meets DTI，Jimenez，who changes his 
ifte forever. 


In his adolescence，he refused skin 
grafting surgery and stayed locked 
up in his basement laboratory- 
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A_ nurse who works at the locked 
ward of Beacon Mental Hospital. 


She shows no facial expIessions oO 


emotions . 


She knows Something but won' t te]1 
Sebastian. 
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Tatiana was ereated as aa 引 Iegulai 
nurse working at a psychiatric hos- 
pital。As the details of the game 
changed，her character was _ almost cut 
out， In the end she had a huge come- 
back when her role was ITevived and 
she became a VerIy pivotal character. 


Her nonchalant way of speaking and 
oveIrall demeanor' were a hit among ouI 
stafft， -Ikumi Nakamura 
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0riginally there was ,going to be a _ merchant from whom Sebastian 
could obtain weapons and things， The merchant started with 
a human design base, I started with a female merchant and 
then started adding masks，and tried making the merchant 日 
dwarf-1Like creature，etc-. Ultimately we had the idea that the 


merchant didn't have to be a person and so，keeping things 
in 1Line with the game world，we designed it as a _ mechanical 
device attached to a chair。 At the time Tatiana had been taken 
out of the game，but Iliked her so I had her brought back as 
the attendant for the chair device。-IKumi NakamuzIa 
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Mikami-san wanted Us to cIeate 
design for a merchant. We decided 
to_ branch out from the typical meI- 
chant and make it a chair. Since this 
has a psycho1logical theme，it made 
sense that this chair could direct1y 
access the buyer and create a unique 
and interesting shopping experience . 
We had Tatiana stand next to the 
cIeepy chair to add to the scary 
atmosphere， We'"re sure players will 
enjoy this experience in the Save 
Room，-Ikumi NakamuIra 
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Marcelo is a doctor who performed clandestine 
experiments on the patients of Beacon Mental 
Hospital，working in collusion with a foreign 
organization， The organization had him placed 
as head of the hospital，but he Ultimately 
disappeared under mysterious circumstances . 
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9LIE 
THERS 


An inpatient of Beacon Mental 
Hospital. 


Leslie has always compensated for 
his difficulty communicating by 
unconsciously emulating the thoughts 
of others . 


His “treatments,” which include 
ongoing experiments，have caused him 
to be deeply mistrusttul of people. 


Leslie was abandoned as a child but 
he does not know this and dreams of 
the day he will be reunited with 
his family. 


这 


The player's main goal is to chase him around， 
but he's so annoying that this might not be 
the most pleasant experience ，. .We have 
no idea what he“s thinking at any one time， 
and he looks so sick that designing him was a 
huge_ challenge， We had thought about making 
him a child but the story line didn'"t al1low 
for this to happen. Until the end，even as the 
designer I_ couldn't grasp his personality。The 
only thing I*m sure of is that he'"“s extIemely 
annoying， -Ikumi Nakamura 
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RE 
She has the typical long，black hair 
that all horror fans have become 
accustomed to， Laura's coloring 
was meant to contrast with 丰 hat 
of Ruvik， We wanted her to look 


beautiful at first glance but also 
have an eerie feel when you looked 
closer，Even after her death，she 
comes back as a CIeatuIe to pIotect 
Ruvik. There seems to be something 
more than just fraternal love here. 
=-IKumi Nakamura 
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(30) 


A down-to-earth patIol offticer， His 
personality and attitude toward work 
are VeIy casual and he has no intention 
of working his way Up the laddezr. 
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There were many characters 


behind the doors of the 
closed-oftf psychiatric hos- 
pital: doctors，patients， 


security guards，and chefs. 
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The staff at Mobius have a Smal1 
Trole at the end of the game，We 
Sketched a 1Lot of designs，but 
the gas mask design was Used in 
the end. Me were VeIy partic- 
ulLar about the diagonal design 
of their cape and 10g0. Even the 
Mobius stafft need to 1ook cool1! 
That "s the Mobius staff rulel 
-Ikumi NakamuLra 
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The Keeper was born from a combina- 
tion of Ruvik'“s memory of the safe 
where he kept his research，and his 
unbridled rage， The safe head Tep- 
ITesents the atrocities of Ruvik's 
past that he“s trying to keep hidden， 
1iterally crushing anyone who comes 
near，The sack he carIries is filled 
with the brains of his victims. 
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In eaIrly development of The Evil Within， 
there was no cohesive enemy concept to SerIVve 
as the core of a horror game. The Keeper came 
about a year and a half into development .In 
the scenario at the time，there was a part 
where Ruvik sends Sebastian a safe， Nakamura 
assumed Mikami was looking for something 
more psychological and came UP with this 
design。 He was nicknamed“Boxman”by the team 
but he wasn'"t Very wel1l received initially， 
mainly because the design looked 1Like it 
was from another horIror game，However，from 
a designer'Ss perspective， intentional1Ly 
using established designs is a fooLlproof 
way to get horror acIoss to the audience. 
ULtimately the Keeper became a_ characterI 
that changed the Look of The EviI Within。I 工 
it wasn't for him，The Evil Within would be 
completely different. Thanks，Boxmanl 
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Ruvik'"“s sister Laura was the only 
woman he trIusted，the only woman 
he loved. Her original appearance 
Serves as a motif for the game-。 She 
was murdered，burned to death in 
an act of incomprehensible cITuelty. 
Only Ruvik himself survived the 
fire，and he feels intense guilt at 
her death，The Laura creature lets 
out aa bloodcurdling scream， hair 
waving wildly as she gives chase， 
In Ruvik"s guilty mind，it is the 
embodiment of the idea that she 
blames him and she'11 eventually 
come for him， 
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This enemy design came about from the 
notion that enemies will come back to 


life if they aren't burned. The EVil 
Within takes place inside Ruvik's 
mind，so it was decided that Laura 
would appear and maybe say things 
1ike，“Leave my brother alone!”Her 
design was inspired by the classic 
]Japanese horror movies that often 
feature cIeepy women with 1ong， 
flowing hair。The overall design was 
intended to blend ]Japanese monsters 
with Western creatures。. The way she 
moved was more important than the 
way she looked，and the design came 
Erom putting her on all fours and 
having her move like a spider，The 
Laura crIeature was added to the game 
about two years into development . 
As with the Keeper，the intent was 
to have a creature that came acIOSS 
easily in a Visual sense. “By the 
way，you may have noticed she“s stil1 
wearing shoes. We wanted to leave a 
piece of her humanity in her design， 
so we have her wearing shoes. She 
must have ITeally liked those shoes.” 
-Ikumi Nakamura 
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This creature came about as a ITesult 
of Ruvik's mind synchronizing with 
Victims Linked to STEM， AlLthough 
S1uggish，some of them are Seen Using 
weapons and too1ls. You may also find 
that they move as if taking orders 
from someone . 


Those not Linked to STEM may stil1 
take this form，but they materialized 


from those in subjects”memories ， 
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If creatures aren't burned after 
they die，they revive as a bridge 
and self-destruct near the player， 
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ENEMY DESIGN 


Our enemy designs went through many of 
our staff over many months，until we came 
upon the final course of action。 The game 
experienced dramatic changes throughout 
development，and you can see its history 
right here on this page. It took us time 
and effort to create the fl1ag carITier of 
The EvilI Within。 It was Very difficult to 
cIreate with such a Short schedule，so we 
decided to pick a few of the best out of 


what we had made，-Ikumi NakamuLra 
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We were brainstorming an enemy 
called Light Man，similar to the 
Keeper. This type of enemy was to be 
Jinked with the Lighthouse of the 
hospital，but that idea was neveI 
used， -Ikumi NakamuLra 
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A haunted mutation born when a STEM 
subject and Ruvik synchronize at an 
extIremely high level. It wears a hood， 
Jike Ruvik，and has powers similar to 
those of Laura's creature form. 


THIN 099 


9ADIST 


有 creature born from the mind of a 
murderer merged with Ruvik'"s mad- 
ness，He has lost himselft to Tage， 
becoming murder personified. 
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Twin orphans abandoned and raised in 
a 引 laboratory beneath the cemeteIy . 
Neun is never at ease and gets worked 
Up so easily that he has to weaI a 
masKk that covers his eyes and ears. 


The more cowardly of the two，zehn 
lashes out Violently at those he 
doesn't know and is UsualLy kept 
chained up. 


THE ART OF THE EVIL WITHIN 03 


104 


下 全 E 沽 氏 全 


RE THE E4LTL 


WITHIN 


TRAUMA 


A_ creature born from Ruvik's concept 
of death and Iebirth，based upon his 
Tejection of the ITeligion his father 
forced Upon him at an eaIly age 
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ALTEREGO 


The result of connecting a subject 


with dissociative identity disorder 
to the STEM device. The dominant and 
alternate personalities blend into a 
single，two-headed creature. 
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HERES9Y 


This creature is a test Subject who completely 
1ost his identity while connected to the STEM and 
went on a rampage，devouring the consciousness 
of anyone he found. The subject became a heresyy， 
and not a haunted，as it couldn't synchronize 
with Ruvik due to his rejection， 
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A_ creature geneTated by Ruvik's desire 
to ITemain unseen by others. It changes 
color to blend in with :its Surround- 
ings and Uses its long tentacles to 
grab the unwary and slay them. 
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The guardian of the church，bred 
in a cult Laboratory beneath 
the cemetery: It was Iaised on 
sacrificial Victims and craves 
human flesh . 
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An aquatic monster born when a Subject 
drowns during testing and 了 thei 
consciousness becomes 10St 则 ithin 
Ruvik' s mental world， It duwells in 
the muzrky depths and attempts to pul1 
under anyone who draws near. 
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An underwater enemy. The design was 
based on the idea of a hideous mer- 
maid. The creature was pIeviouslLy 
a woman who didn'"t like her crook- 
ed teeth，You will notice that she 
wears braces，-Ikumi NakamuIa 
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The final consciousness of test sub- 
jects who died while connected to 
the STEM，combined into one single， 
horzrific shape。. It attacks anything 
that movesi attempting to flee means 
certain death 


Deep within the creature'"s body， 
Ruvik is only vulnerable when it 
opens its head，exposing the core. ' 国 
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The idea of gathering the con- 
sciousnesses of Ruvik and alL1l the 
animals and people he has killed and 
enshrining them within the brain was 
aa brilliant idea. Everything that 
has to do with Ruvik is embodied in 
this character. If you look closely， 


you"11 see the two hands beside Ruvik 


belong to Laura，-Ikumi NakamuIra 
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AcIeatuIre that combines the anger and 
animosity of the victims of Ruvik's 


Iesearch with his own madness， 


It grIows larger as it absorbs the fear 
and hatred around it， 
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Beacon Mental Hospital at the heart 


of Krimson City， 


It has accepted many patients over the 
years，but only a handftul have been 
able to leave the madhouse， 


Civilians only hear Iumors of the 
occult，as nobody knows what Feally 


happens jin the institute. 
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We thought it was interesting to add 
a 1ighthouse to the institute，It 
projects abnormality just from its 
outward appearance。-Ikumi NakamuIra 


es THUE ART OF THE_EVIL WILTHST 的 ). 


THE ART OF THE EVIL WITHIN 


138 


THE ART oF THE EVILU WITHIN 人 的 


一 


人 


站 HEEALRLTE OTHEREEEECOTLEEAL SETEHTL RN 


且 全 全 4 一 一 中 是 呈 


几 册 山中 ii 融 二 


| 喝 | 
引出 串 只 


1 TU 要 


倍 re ARTroF THE EVIL NITHIN 


号 马 仿 去 
上 训 
| 时 


A 
G 
A 
G 


NA 
及、 
YN 
入 、 


7 
愉 
全 
吕 


入 
区 
2 


忆 
几 9 


国力 
国生 
国名 
辆 凡 
国 轩 
图 四 
卫 国 
SN 


人 


2 站 本 古 面 下 面 下 忆 
厅 


CN 


< 
号 
了 
人 到 多 
] 
量 
记忆 


RAT 
-可 网 曲 旧 


人 | 


2 


< ， 


RSS 


ee 忆 全 民 晤 必 届 三 四 及 名 二 二 生 


In the early stages of devel- 
opment ， the mental hospital 
was Very large for an expLor- 
able area。 Because of that，we 
are Left with various designs 
for each IToom， 一 Ikumi Nakamura 
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Exclusive design of the 
garden at Beacon，which is 
not found in the game. 
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Sebastian finds himself in this area 

aftter he escapes from the_madhoUsen SS 
He finds old zemains ofhideouts that 

use the terrain as natural barIicades.、 


1 TheyART oF THE 尖 YETITTHIN oa 


Village of Elk River，a smalI SettIE= 
ment facing El1k River. 


MY 
Villagers_ were found 是 OF went 
missing when a series of murders 


took place along the -river basin. 


Since then，the village has been surround- 
ed:with walls and welcomes no StIangers . 
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CA 于 汉 GOMBS 


A subterranean facilityibeneath 
Cedar Hill Church . 


ItSs ITuined wal1lSs tellLl tales of- 下 
torture and-imprisonment. = 玉 
二 
No one knows .its founder and its 4 到 aa 
puzrpose，but it seems to be 2 Ta | 
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While cities and 尺 illages Tepresent 
ITeality deformed intosa nightmare， 
Horzrror Zone is a confined，dark，du11 
void with no means of escape，An 
embodiment of Ruvik's will，HorIor 
Zone is dressed in hate，malice， 
and scattered fragments of memo- 
LIies which al1l project as Irotten 
blood and flesh. As he treads fur- 
ther，Sebastian enters deeper into 
Ruvik"s mind . 


We began creating Horror 
Zone as an avatar of Ruvik s 
brutality and the darkness 
within his mind， 


At the beginning，we simply 
planned to _ create something 
scary and unpleasant.。 That 
Jed to an exaggeIated scene 
that didn"t embody Ruvik's 
character or the terror he 
inspires . 


We then backtracked to take 
into consideration what 
Ruvik's darkness ITeally is. 


Perhaps players will find 
the darkness of his mind in 


the Horror Zone. 


wITHIN fp9 


The suburban manor where Ruvik 
grew up . 


This historic mansion was home ta 
a local clan for centuries， 


It Temained a symbol of exploi- 
tation and oppression for 1ocal 
residents，even after its inhab- 
itants mysteriouslLy vanished， 


Sebastian expeLriences the path 
Ruvik took at this place. 
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Sebastian'“s home，which he protects 
as a police officer. 


The nightmare which befel1l this 
city has utterly destroyed and 
twisted it. 
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Those who came across this strange 
deviece called it “STEM.” 


It has been developed for centuries， 
IEesulting in several Variations of 
this contIraption 


Once linked，the machine is known to 


rid its victim of their sanity，but 
its Ultimate purpose Iemains hidden。 
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While Beacon Mental Hospital is 二 一 一 
an -entIrance to 上 be-mightmare， it 
is also an exit. 


Sebastian faces Ruvik 一 whem=he 
Ieturns to the-institute afttezr 
his escape， 
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These traps are most likely created 
by Ruvik . 


They bring dread，pain，and death to 
Sebastian"“s path . 


Being too complicated for one man 


to have created，their construction 


brings into question their exis- 
tence in Ieality. 
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As this is a horror game，the concept 
for the items and smal1l objects that 
the player picks up is important . 
Making the health :item a syIinge is 
in keeping with the horror theme . 
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A lot of weapons were designed，from 
geneIral firearms to original weapons 
1ike the Agony Crossbow. 
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We created various printed items to 
add to the atmosphere of the envi- 
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The EviJI Within did not start off as a survival horror game，At one point 
it was sci-fi，and at another it was more of an open-world game，Creating 
a new game at a new company is never straightforward，Taking into account 
what the players wanted from Our studio was a big turning point，and that 
was when Shinji Mikami decided to go back to his roots and create a surVival 


horror game- That was the challenge to the team at Tango. 


It has been a long time since we'"ve faced the prospect of making a horror 
game，but I now realize the depth of the world of horror，regardless of the 
genre. Reality and horIror are inseparable;i if you overdesign，you force the 
Player，and without any design the experience becomes less memorable，Just 
having blood splatters and heads chopped off is not enough，That is only 
Scary for its grotesqueness and is not what we were looking for with The 
Evil Within。 Realizing this idea in the visuals of a video game is incredibly 
difficult，one of the more difficult challenges game designers face， 


The entire team wrestled with determining just what survival horror is 
conceptually。. People are predisposed to reject new things，and each of 
us has our own fears. IJ focused on the fact that we feel comfort in the 
familiar and we Temember those things more easily. The real world is ful1 
of horror concepts realized by those who came before us. I took inspiration 
from the interesting parts and started designing- You can say the same about 
location，. Location is Very important to the horror genre， 


The Evil Within'"s mental hospital is probably a typical locale，but 工 
thought that typicality was just what made it So appealing， From there we 
developed the 1lighthouse and the creatures which serve as the 
core for a horror game，and the world of The Evil Within took 
shape，The Japanese horror style has a distinct aesthetic， 
especially compared with that of the West，and that essence has 
been infused at pivotal points. IJ think you can get a sense 
of that from this art book，though this is not the complete 
world of The Evil Within。There is lots of room for expansion. 


As a designer TI am proud of my contribution to the creation 
of The Evil Within and the other worlds that represent Japan. 


=-Ikumi Nakamura- 


Lead Concept Artist 


THE ART OF THE EVIL WITHIN 
is a _ comprehensive 1ook at 
the newest horror Video 
game by the legendary Shinji 
Mikami-the father of SuIViVval 
horror! Go behind the scenes 
with never-before-seen 
concept art and captions by 
the developers detailing 
their creative process 
and revealing what went 


into making this terLifying 
psychological thriller. 


The apotheosis of the 
SuUIVival horror Video game 
genIe，THE EVIL WITHIN is a 
unique experience combining 
situations of unthinkable 
terror with the ITeality of 
human weakness. Can you 
SUIVive YOUI gIeatest fears to 
make :it out alive? 


TheEVilwWithinscom | BethSoft.com | TangaGameworks.com | DarkHorse.aom 
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